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THE CREW АМР THEIR TOOLS, 
HAND HOW THEY WORK 


This chapter will give you the lowdown on each of the characters in the game, their abilities, and the 
weapons they can use. We'll also have a look at some basic strategies for overall gameplay. Finally, we'll 
show you just what you need to do to advance in Kaos, the map progression, and bonus game and Last 
Clone Standing progressions. Let's get to it! 


THE SHAKACTERS 


There are five characters that you can play in any of the games, from 
Kaos to Last Clone Standing to the Revolution. Although any character 
can do the job, each one has some unique attributes that may make 
him or her more or less appealing to you, depending on what game 
you're playing. Let's have a look at them: 


NACNEIL 


Roy MacNeil, a.k.a. “Mack”; a disgruntled ex- 
cop who refused to carry out the 
Corporation brutal enforcement methods, 


PRESS * то ssc? а CHARACTER 
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MacNeil is the first character that comes up 
on your screen when you start the game. 
He's the character that we used to shoot 
the screenshots for the Revolution portion 
of the game. So, for those reasons alone, 
you may be partial to him. That said, 
MacNeil is a very capable character, and 
although his hand-to-hand fighting skills 
aren't spectacular, they're adequate and his 
ability to run fast and use an Uzi make him 
a great choice. 


MacNeil is tough, and he's not too bad in 
hand-to-hand combat. Of course, he’s no Bull. 


MacNeil can wield weapons with the best of 
them, or more appropriately, like the rest of 
them. 


MacNeil's patented flip results in the enemy 
getting an extra shoulder separation at the end 
—a beautiful sight. 


LIBRA 


Formerly attorney Anna Price, found guilty of con- 
spiracy to free political prisoners, Libra may have 
Freedom Network sympathies. 


In short, Libra is a tough little mama who not only 
enjoys getting into it with vicious kicks and jabs, 
but also likes to hop up on her enemy and gouge 
his eyes out while her legs are wrapped around 
his head. She also 
likes to flip her foes 
over, front to back, 
by locking her ankles 
around their necks 
and then doing a 
back flipHt's a sight 3 
to behold; indeed! ЕА ЕРА МИРР 
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Libra has got some sweet moves. The 
Dash Tackle is actually a spectacular 
forward flip! 
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Libra's Grab Attack is also very cool= A E : ES 
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she hops on the enemy's head and a — 
jouges his eyes! — — 2 
== "C С. Um z 
If you want to give the enemy a headache, flip E gp. 
him on his head with this reverse foot lock! She even Kicks like a demon from пей! 


SPANKY 


Ex-gang member, “Spanky” is thought to be a 
recent Freedom recruit. This suspect should be 
approached with caution. 


This guy looks like a big tub of lard, and he is! 
Spanky, however, is one tough hombre and has 
some coolio moves that will surprise you. Not 
the least of which is his bowling ball-esque 
Dash Tackle. He also likes to get into the thick of 
it by viciously head butting his enemies, as well 
as lifting them off the ground and smashing 
them to the pavement head first. He's really a 
nice guy when you get to know him... 


Just say ‘no’ to crack (butt crack, that is) 
when you do your rolling Dash Tackle! 


Spanky will head butt his enemies into 
the stone age if given the chance! 


This maneuver is one we like to call 
the ‘pavement eater." 


FREAK 


Formerly a Hacker, Freak has a long history of anti- 
Corporation crimes. He has been linked with recent 
disturbances in the China Town district. 


Freak is not physically built like MacNeil or Bull, but 
he's still got some great tricks up-his-sleeves. Freak 
can kick like a donkey on a triple espresso and Ваза 
few combat moves-that will literally blow-the enemy 
away. He-has grab attack 
where he hunkers up close 
to the enemy, puts his feet 
on the victim's chest, then 
blows him or her away 

in one giant kick. It's an 
awesome move. 


Freak's Grab Attack will literally 
blow-enemies away from him. 


He's a solid fighter, even though he's small. 
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By L L Freaks Dash Attack is much like MacNeil's. 


Edward “The Bull” Raymond is a fugitive from 
a maximum security prison. He has been 
linked to the Freedom Network and is 
extremely dangerous. 


Bull is the hand-to-hand combat specialist in 
State of Emergency. He's so big and tough 
that he can pull off a couple moves that truly 
make up for his slower speed. The big attack 
that Bull does is a giant enemy-swinging 
bludgeon where he picks up enemy soldiers 
and then swings them around his head, hit- 
ting nearby foes before tossing his victim far 
away. It's way cool 
and we suggest you 
use it whenever Bull 
is caught in the mid- 
— dle ofa group of bad 
guys. М 


He's tough all “round. 


Watching Bull pick up a single enemy, then No bull, when our man does his ring around 


pound him into the air, inspires confidence. the Corporation guard trick, enemies get 
smoked en masse! 


> — 
THE-WEAPONS 


There’s a slew of weapons in the game, pretty much broken down into three categories: firearms, explo- 
sives, and hand-to-hand weapons. We'll touch on each of the weapons available to you in State of 
Emergency, and tell you a little about what they do and how best to use them. 


HAND -TO-HANDP WEAPONS 


These weapons are for bludgeoning or slicing your enemies. Not only are there swords, clubs, baseball bats, 
and other "standard" weapons, but you can also pick up body parts and use them against your adversaries! 


Let's have a look at what's available. 


YOUR БОРУ 


This one is obvious, but it should be mentioned that 
each character is fully capable of defending him- or 
herself without a weapon in hand. 


БАТ 


The Baseball Bat is more 
= powerful than the Club, 
but the chances that 

WE you'll drop it in close 

— combat are greater. 

~~; Still, it's a very powerful 
weapon that not only 
packs a huge wallop, but 
can also hit more than one nearby enemy at a time. 


BASEBALL 
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Boby FARTS 


As gruesome as it sounds, 
2 you can actually pick up a 

body part from a 
deposed enemy and use 
it as a weapon. While it 
might not seem practical, 
САКА a Body Part actually will 
do more damage than 
your fists, making it a worthwhile weapon in the 
interest of efficiency. 


GUN 


If you are holding a gun, that doesn't mean you can't 
fight with it, although we suggest you don't fight in 
hand-to-hand combat using your gun as a club 
because you are likely to lose it in the battle. Still, in a 
pinch, you can fight with your gun in close hand-to- 
hand combat. 


CLUB 


The Police Club is a highly 
efficient weapon. When 
used, it can hit several 
nearby enemies at once, 
making it much more 
effective than your bare 
hands. 


HATCHET 


The Hatchet has a tenden- 
cy to separate enemy 
heads from enemy bod- 
ies. While gruesome, it 
makes your life a lot easi- 
er because you know your 
enemies won't be getting 
up after a Hatchet attack! 
It also provides body parts 
that you can pick up and use as combat tools! 


OBJECTS 


The last set of weapons 
that you can use in hand- 
to-hand combat are 
everyday objects that dot 
each of the four maps. 
From park benches to 
beer kegs, these items 
can be used as weapons е 
against single enemies or as a mass weapon by 
throwing them into a crowd of guards. You can 
also use items to smash the windows of stores 
and damage cars! 


[м и ë E 


PEPPER SPRAY 


While Pepper Spray isn't exactly like the other weapons in this category, it is 
used primarily for hand-to-hand combat and is really only useful for immobi- 
lizing enemies, thus allowing you to beat 
them senseless or run away. It is not an effec- 
tive tool for dispensing of enemies on its own. 


FIREARMS 


i These are the most fun weapons in State of Emergency, and you should note that we've included Flame 
Throwers and Tazer guns in the firearms category. 


Ак 47 


This is our favorite weapon. It will mow down opponents in 
seconds and packs substantial stopping power. If you can get 
your hands on an AK 47, 
drop whatever else you're 
carrying and use it! 


FLAME THROWER 


The Flame Thrower is an awesome weapon, but it doesn't knock ene- 
mies back quickly. Rather, it takes some time to burn them to death. 
For this reason, we recommend 
using the Flame Thrower for crowd 
control when you're dealing with a 
large group of enemies that are clus- 
tered close together. If you're not 
close to them, this weapon won't 
have the punch you're looking for. 


Ме 


The M16 is basically a weaker AK 47. It's also 
a great automatic weapon that is capable of 
dealing a serious blow to any Corporate threat. 


The Minigun will mow down any- 
thing that gets in its way. Its awe- 
some power is not duplicated by any 
other automatic gun in this game. 
Got 50 enemies standing right in 
front of you? How'd you like to see 
all their heads pop off at the same 
time? Use your Minigun, baby! 


PISTOL 


A weak gun, the Pistol is still effective for some uses, especially when 
you use the Zoom to get in close and aim carefully at an enemy. 
Because it doesn't have a heck of a lot of stopping power, you'll often 
find that enemies will get close enough to you to engage in hand-to- 
hand combat despite the use of this weapon! 


SHOTGUN 


The Shotgun has incredible stopping power and will take 


down standard guards and gang members with one shot, 
even from a distance. In semi- 

crowded alleys and even out 

in the open, this is an ideal 

weapon. The Shotgun is a fan- 

tastic all-around weapon to : LE 


have on your hip at any time 
in State of Emergency. 


TAZER 


Despite the Tazer's real-world uses, the на 
State of Emergency version is capable of 
killing your enemies. As an added bonus, 
itll work on multiple nearby enemies 
when you activate it. 


This is what we like to call the ‘pocket cannon: 


Ч21 
The Uzi doesn't slow you down when you run 
with it, and it still packs a considerable punch 
despite its diminutive size. Just like the AK 47 
or M16, this is a great weapon to have on 
hand. 


EXPLOSIVES 


m— 


Explosives play an important roll in the Revolution aspect of State of Emergency, but they can also come in 
handy for racking up points in Kaos mode, ог just for crowd control! There are five weapons in this category, 


and here they are: 


ROCKET LAUNCHER 


This baby will take out a building in a 
jiffy! While not terribly effective against 
crowds because it can be difficult to 
aim, when your objective is blowing up T7 
a building or a car, this is just what the 
doctor ordered. 


GRENAPE LAUNCHER 


GRENADE 


PETROL BONE 


The Grenade Launcher 

is great for firing into 
crowds to thin them out, 
but its main use is for 
lobbing Grenades into 
buildings to destroy them 
from the inside out. 


Simply put, these are the same as what comes out of the Grenade Launcher, 
only you have to toss them yourself. Lobbed into an unsuspecting crowd of 
enemies, the Grenade can take out large groups all by itself, or it can be used 
like the Grenade Launcher to destroy buildings. 


The Petrol Bomb can be used for-a-number-of 
purposes. In Revolution mode, it's mostly used to 
destroy buildings, but these weapons are also 
awesome to use on approaching groups of ene- 
mies. A single Petrol Bomb lobbed at a pack of 
Corporation thugs can make your job a heck of a 
lot easier. 


TEARGAS 


The uses for Teargas are limited, but f ig 
you want to disable large areas, this is 
the weapon for you! Teargas by itself 
won't kill, but it will cause enemies 
(and you) to drop their weapons and 
reduce visibility a great deal. 
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WEAPON, CON BAT, AND HEALTH TABLES 
MAXIMUM KILL РЕК SHOT 


Weapon === Max Kill 
AK 47 
M16 
Shotgun 
Pistol 
Uzi 
Minigun 
Tazer 


Flame Thrower 


ч WWW WN ب‎ буш ы 


Pepper Spray 


WEAPON PANAGE 


Weapon Damage 
AK 47 80 

M16 50 
Shotgun 180 
Pistol 50 

Uzi 40 
Minigun 150 

(Minigun decapitation chance: 0.9) 

Tazer 50 
Flame Thrower 180 


Pepper Spray 10 
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WEAPON RANGE 


Weapon Ran: 
AK 47 220: 300 
M16 BER 230 
Shotgun 3 i 120 
Pistol EEE 120 
Uzi 150 
Minigun 200 
Tazer 25 
Flame Thrower Е 60 э 
Реррег<ргау i t 20 
Missile Safe Distance B 50 


HAND-TO-HAND COMBAT PAN AGE 


Type of Combat : Damage = 
Hand-to-Hand Basic 10 

Combo Attack 90 

Hand Weapon Attack 20 

Hand Weapon Combo Attack 130 

Unarmed Ground Attack 50 

Armed Ground Attack 80 

360 Attack 20 

Small Object 60 

Large Object 3 120 


INITIAL HEALTH 


Character Initial Health 
Player 1000 

Gang Member 150 

Civilian à | 60 $ 
Police 1 120 | 
Police 2 180 

Soldier 240 


Corporation Suit 300 


REVOLUTION MOPE 


Revolution mode is the fixed single-player portion of the game. It progresses through the four maps: Capitol 
City Mall, Chinatown, East Side, and Corporation Central. the following chapters in this guide cover the mis- 
sions associated with each map in detail. 


GENERAL TIPS 


When playing in Revolution mode, you will notice that the health val- 
ues you get from enemies vary depending on how they are killed. 1f 
you club enemies to death or kill them in hand-to-hand combat, you 
get 596. If you shoot them or blow them up, you get only 29^! For this 
reason, if your health is low, it's better to fight in hand-to-hand combat. 


CAPITOL CITY тыз 
CHINA TOWN 
2477 siet 
Componntien content 


Paris > ro SELECT a mar 
PREIS > тө бо RACK 


Ф Patrolling Corporation officers are on the lookout юг troublemakers. They will pursue and attack any- 
one carrying a weapon, so if you want to avoid a confrontation, try dropping your weapon before you 
go past them. 


When you're unarmed and surrounded by opponents, use special moves like Spin Escape to knock 
everyone down, and then escape. 


When escorting or protecting allies, focus on attacking and disarming any armed aggressors. You will 
distract your opponents from attacking your allies by attacking them yourself. 


REVOLUTION МОРЕ 
PROGRESSION TABLES 
CHARACTER PROGRESSION 


Character Name When Character is Available 

MacNeil From Start 

Libra From Start 

Spanky After completing the Mall in Mission Mode 
Freak After completing Chinatown in Mission Mode 
Bull After completing the East Side in Mission Mode 


NAP PROGRESSION 
Map Order When Map is Available 


Capitol City Mall From Start 
Chinatown After completing the Mall in Revolution Mode 
East Side After completing Chinatown in Revolution Mode 


Corporation Central After completing East Side in Revolution Mode 


KOS MOPE 


Kaos mode provides a free-for-all style of play that 
four types of games in Kaos, ап rit 
what you must do to unlock t 
where to find your weaponry. 


/ rs will like best їп State of Emergency. There are 
ch of them, as well as give you the tables that hh 
maps with spawn locations so that you know 
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There are score multipliers in Kaos mode. They are as follo 
Corporation Enemies, Buildings, and Cars. Each of these will flash 
ime, and when they do, you can get plenty of extra points for them! 
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FIXEP TINE kAOS 


Fixed Time Kaos gives you a set amount of time, either three or five minutes, to do the maximum amount 
of damage and amass as many points as you can. 


LAST CLONE STANPING 


This mode is a blast, and it doesn't even involve you fighting with anybody. Instead, you must simply kill all 
200 enemies on a map as quickly as you can! At first, it's easy, baby! There are enemies everywhere. 
Eventually, however, it becomes hard to find them. When you get down to the last 10 enemies, you actually 
get a little red light that flashes as you get closer to your remaining targets. 
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7 Whe 1 playin Last lone Standin it best to о for the 0 rowded areas with the most pow- 
De " 
+ 5 C 8, 5 8 


4 
8 * „ 
7 к erful Weapons you саг їпа п ht of the bat Petrol Bor ibs, Grenade Launchers and 
а Miniguns are good for this Purpose. Don t be afraid to let a few enemies go earl on. 
y 


Just go for the maximum kills you can with the Weapon you have at that time. 


TINED LAST CLONE 


This is just like Last Clone Standing, only you have just a couple of minutes to do your best! Can you get all 
200 enemies in the required time? They key is to remain on the move and avoid getting hung up on one 
enemy. Also, do not fight any enemies with your hands in this mode—it wastes far too much time. 


UNLIMITED KAOS 


Unlimited Kaos is just what it sounds like. You can cruise around for as long as you want, doing whatever 
you want—as long as you're alive. There's no limit to the time you spend! Unfortunately, this area isn't avail- 
able until after you unlock it by completing tasks in each of the four maps in Kaos mode (see tables). 
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AOS NoPE PROGRESSION TABLES | 


CHARACTER PROGRESSION 


Character Name When Character is Available = 
MacNeil From Start 
Libra From Start 

= Spanky After completing the Mall in Revolution Mode 

= Freak After completing Chinatown in Revolution Mode 


Bull After completing the East Side in Revolution Mode 


MAP PROGRESSION = == С 
Map Order When Map is Available : Required Score 


Capitol City Mall From Start 250000 
Chinatown After completing the Mall in Kaos Mode 500000 
East Side After completing Chinatown in Kaos Mode 1000000 


Corporation Central ^ After completing East Side in Kaos Mode 1500000 


= LAST E STANDING 
G-MiNUTE GAMES) _ 


Map Order ` When Map is Available Required Score 


Capitol City Mall From Start 100000 
Chinatown After completing the Mall in Kaos Mode 150000 
East Side After completing Chinatown in Kaos Mode 200000 


сорот Central After 3 East Side it in Kaos Mode 250000 
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LAST CLONE STANDING 
(5-MINUTE GAMES) 
Map order When Map is Available Required Score = 
Capitol City Mall From Start 150000 
Chinatown After completing the Mall in Kaos Mode 200000 
East Side After completing Chinatown in Kaos Mode _ 250000 
соро Central After кори East Side in Kaos Mode 300000 _ 


BONUS GAME PROGRESSION 
Game Name Availability 


Last Clone Standing in each map when both timed games for that map have been completed 
Unlimited Time When Arcade Mode has been completed in all maps. 


THE REVOLUTION: THE MALL 


A = Mission Giver Locations 


Back Door 


Blossoms Jewelry Store 


Car Park 


Candy Girl 


Big Dollar 
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Construction Area 


You say you want a revolution? Well, you know, the revolution has begun, so stop thinking about Chairman 
Mao and get your whipping gear ready to go, because even though you want to change the world, you'll 
have to kick some butt to do it. To get your first mission, walk up to the Mission Giver that's beside you 
when you start in the Mall and press the X button to get the mission. 
HÀ The color listed : 
| ed at the beginning of "RAE JUR : 
gives you the mission. For exa g each mission box in this guide refers to Which Missi i 
z the Mission Giver with the red fit i І ae guide indicates a “Red Mission,” then you E alk t 
: P | , must talk to 
master map above so thet Icon above him. The Mission Giver locati 
isi you can track them d 1 ations also appear on th 
Mission Givers on the map at once! own quickly. In later maps, you'll have several у 


Red Mission: Retrieve Detonators from Big Dollar 
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Red Mission: Bring Detonators to Autoshack 
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Red Mission: 
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Red Mission: Rendezvous with Saboteur 
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Red Missions: Escort Saboteur to Security Station 


Defend Security Station while Saboteur 
Plants Explosives 
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Red Missions: Escort Saboteur to Safety 
Return to Base 


„г ^^ = Enemy Attacks 


CAPITOL CITY NALL 
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Yellow Missions (also at Maxi's): Retrieve Security Plans 
Return the Plans to Maxi's 


Yellow Mission: Deliver Plans to Book Store 


+; If you get back to base to 
С hoard 


Yellow Missions: Protect the Book Shop 


Return to Base 
N RAD. uu 
Missions: Retrieve Security 
E Return Pass to Maxi's 


complete a mission, you'll be safe, even if you have a 
of enemies chasing you. If you're faced with 


a choice to either fight and die 
or to run and maybe make it back to the base with 


a little life left, head for the 
base. You'll b 


€ protected there and your health will be boosted back to 100%, 
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Red Missions: Rendezvous with Hacker at Candy Girl 
Protect Hacker 
Defend Phone Exchange 
Escort Hacker to Safety 
Return to Base 


A “<= Path Back X «Enemies m «Initial Path 


Red Mission: | Wait for the Mole to Hand over the 
List and then Silence Him 


= ЕЕ ж = = == 
Red Missions: Stop the Executive 
Retrieve List 
Eliminate Executive 
Deliver the List to Maxi's 


CAPITOL CITY MALL 


: ieve Medical ID Card 
hue > жї Card to Maxi's 
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x If you kill enemies one at a time with non-shooting Weapons, then each 
death will yield 1096 of your health back. This tactic can be disconcerting 
When you're fighting with a large 8roup of enemies, but if you fight in 
this manner you can actually build Up your health from large fights, 
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Yellow Mission: Kill the Corporate Doct 
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e Mad Bomber Path 


If you have only one more M 
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Ё can rush the Mad Bomber, blow 
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Rendezvous with Tedinidan 
Defend Technician from Attack 


ut, and your health is over 80%, then you 
-to-hand combat, and still survive. It's a 


gh health, you can do it. 


ad Bomber to take о 
him up with hand 
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CAPITOL CITY NALL 
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Yellow Missions: Escort Technician to Candy Girl 
Return to Base 
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Red Missions: 


Retrieve Barrel from Scooters 
Deliver Barrel to Autoshack 
Return to Base 


Red Missions: Pick up Bomb from Autoshack 
Deliver the Bomb to Macgruder's 
Protect Reggie 
Return to Base 


i 
Red Missions: Retrieve Medical Supplies 
Deliver Medical Supplies to Maxi's 


CAPITOL CITY NALL 


Red Missions: Rescue Freedom Operative 


Escort Operative to Candy Girl 


Return to Base 


Yellow Missions: Re VOUS with Mad Will 
Retrieve Willy's Sword 
Return to Base 
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Yellow Missions: Protect the Gun Store 
Return to Base 
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Red Missions: Escort Freedom Operative to Movie Theater 
Stop Corporation Interrogators from Escaping 
Defend the Movie Theater 
Escort Freedom Agents to Candy Girl 
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Red Missions: Escort Freedom Agents to Candy Girl 


Escort Freedom Agent to Blossoms 
Return to Base 
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Missions: Defend Candy Girl 
e Return to Base 
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Red Missions: Stop the Co i 
: rporation Clean- 
Return to Base ellie 


ИШ 


Red Missions: Retrieve Corporation Itinerary 
Return to Base 


your target can kill him for you! 
rds are firing Uzis at you, 
‘| inadvertently kill him! 
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if you're near the target and four gua 


- 
then there’s a decent chance that they 


Red Missions: Silence Corporation Executive 
Return to Base 


CAPITOL CITY NALL 


v М 


Yellow Missions: Rendezvous with Hacker by Payphones 
Protect Hacker 
Escort Hacker to Safety 
Return to Base 


A = <= Enemy Path x «Enemies “~~ Your Path 


Yellow Missions: Protect Agents in Bank During Robbery 
Escort Agents to Jewelry Store 
Return to Blossoms 


will switch positions back to Maxi's. 


the Mission Giver 


After you return to Blossoms, 


НМ 
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Yellow Missions: Deliver Money to Dealer 
Pick up Weapons 
Bring Weapons back to Maxi's 


Nep 
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Message: | think we've got the Corporation on the run! They're rallying the last of their rein- 
forcements near the Federal Office. Now is our chance to take the Mall once and for all! There’s 
a present waiting for you on the upper floor. Get over there and rain on their little parade. 


There's an AK47 in the area just above Maxi's (up the escalator), but there's 
also a Grenade Launcher at Willy's shop! Go for the Grenade Launcher first. 


The troops are lined up 
across from 
Macgruder's. Use your 

| Grenade Launcher to 
take them out en 
masse. A few will likely 
get away, so you'll have to engage in some hand- 
to-hand to mop up. When it's all done, head back 
to Maxi's. 


Message: | guess we've really stirred up the hornet's nest! Lookouts have spotted a major 
attack force moving to take back the Mall. Let's leave them a little surprise when they get 
here! Our people will cover you while you torch key Corporation-run shops. While you keep 
the Corporation busy, our operatives are going to launch a surprise attack on the their 
headquarters! Use whatever weapons we have left in the area under construction, on the 
other side of their Headquarters. Get to it! 


This is it, the big kahuna! This final mission begins 
with the torching of several buildings. The construc- 
tion area will now be accessible, and you'll see a 
bunch of weapons and three Molotov Cocktails 
inside. You have three chances to destroy each tar- 
get. If you fail, you must go back and start again. 


Rocket Burger is your first target. Get past the 
guards and then toss the Molotov Cocktail inside 
to destroy it. 


Each time you get a new target, You'll know when the Molotov has 
you'll have to face a group of ene- landed properly when the entire 
mies coming at you, and this time building explodes like this. 

is no exception. 


Same deal here. Take out the enemy guards and 
then torch Clothes Pour Homme. 


You can use a Molotov to take out Cet away from the building once 
these enemies if you want to risk it the Molotov has gone in. 


№ When lobbin 


Q 50 that the bomb 80es inside the buildi 
> Wasted attempt and you 


Destroy the C 
brian 


This is 


8 a Molotov into a building, you must aim for the windows 


ng. 
‘Il likely get burned 


If you hit the facade, it'll be a 
in the process, 


Destroy Westco Drugs 


ration 
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CHINATOWN 


Okay, you've di 
work to crush 
need to kick 5 


E | 


one Mission 


— < onsc 


otherwise noted. Each mission 
Pe won't get lost! 


butt? You bet you 


Chinatown has multiple Mission Givers on 
Giver until you've completed all his m 


mission from the Red Mission Giver, y 
o him. In this guide, we stay with one color unless 


reen arrow will point you t 


‚ and t eres no going back. It's on to CH inatowr whe e you Ш 
lex streets of this diverse, urban, ethic neighborhood. Will you 


will, so read on! 


the map at once. 


ои"! be closer to t 


In most cases, we will stick with 


issions. Sometimes, when you complete a 


he Yellow Mission Giver, so the 


box in this book indicates which color it is, so you 


d nt 
Missions: Protect Ms. Gra 
* Return to Base 


Retrieve Medical Crate from Behind 
Beerhut 


HÀ This is one exception to the rule аЬ 
with the same Mission Giver color. 
> the Yellow Mission Giver is right be 


completion of the first mission, we 
the Yellow Missio 


out sticking 
Because 
side the 


"ll move to 
n Giver for this next mission. 


Yellow Missions: Meet the Informant Behind the Bank 
Neutralize the Informant 


нин 


Yellow Missions: Steal Lab Data from Scientist 
Return to Base with Lab Report 


th 


== =Y = d Path of Lab 
„ Four Path x Start Assistant 
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bs Message: The report you lifted. s 


orders. Watch your ba 


Get your butt over to Westco Drugs 
and deal with the guards in front of 
it. One of the guards has a Shotgun, 
so if you can wrestle it away from 
him, it'll make your life much easier. 


Behind Autoshack, you'll find the Informant and a bunch of Petrol | 
Bombs! Now, your job is to destroy Westco Drugs. Take a Petrol Bomb 
and return to Westco. у í 


There'll be lots of enemies shooting 
at you as you rumble over to Westco. 
Just make a run for it and toss the 

Petrol Bomb when you get there. 


Green Mission: Protect Freedom 


| 
Green | Cover the Temple Entrance while 


Mr. Washington Escapes 
Return to Base 
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Red Missions: Rescue the Fireworks Shop Owner 
Escort him to Safety 


a ESTE 
Wr HO CHANG CHEM! 


Ж = Intercept Here path of Fireworks Shop Owner 


Safe House 


Red Missions: Lead Freedom Forces to take back Safe 


House 
Return to Base 
г 


Blue Missions: Meet with Sgt. Buckland Outside Homeworld 
Follow and Protect Sgt. Buckland 
Escort Buckland to Safety 


CHINATOWN 


¥? -— SSS 
Blue Missions: Neutralize the Corporation Banker 
Return to Base 


L 
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e, there will be four Missio 


After this mission is complet 
suggest you continue WO 


Yellow, and Red. For now, we rking on one color at a time. 


Blue Missions: 1 
: your Team to Gan 
Protect Gant Cable t Cable 
Escort Team to Safety 


n Givers on the Map—Green, Purple, 
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Green Missions: Retrieve Bomb from Fireworks Shop 
Plant Bomb in Front of Bank 
Return to Base 


Message: There's something up, and I don't like the sound of it. One of our best men, 
Mr. Church, was sent to meet one of our informers, but he hasn't returned. He was last 
seen hear Blossoms Florist. Bring Church back here if you find him, otherwise report 
back with whatever you find. 


Chug on down to Blossoms, but 
beware that when you arrive you'll 
find out it's a trap! You'll immediate- 
ly be surrounded by a group of ene- 
mies bent on ending your life. You 
don't have to stand and fight. In fact, 
it may be easier to just get your run- 
ning shoes on and sprint back to 
base as quickly as possible. If you 
stand and fight, you'll need to pick 
up a Shotgun from your attackers to 
have any chance at all of surviving. 


don't lose him! 


After you get your instructions, fol- 
low the arrow toward Bishop. You'll 
ultimately end up in a back alley, 
and you'll find him with a bunch of 
Corporate suits. 


You'll get the okay to eliminate Bishop, but when you e also 
have to deal with the rather nasty suits that will be ben 
you full of lead. 


р, 


Bishop will try to escape, but dont 
let him get away; chase him down 
and kill him! You'll also have to track 
down the Executive and kill him as 
well. The Executive will move slowly 
toward the Car Park, so after Bishop 
is toast, move as fast as you can to 

. intercept the Executive. When they're 
both dead, you're home free. 


Yellow Missions: Defend the Laundry 
Secure the Laundry 
Rescue Washington 


Message: Hey! Just in time! We've got a bad situation over at the Temple. The Corporation has raided the 
Temple, and Washington is trapped inside with the rest of our people. Take this Teargas and get 
Washington back to the Safe House. Hurry! We're counting on you! 


Pick up the Teargas launcher and head to the 
Temple! When you get there, launch a couple 
rounds of Teargas at the guards, then dive in and 
start fighting. You'll get instructions to defend the 
Temple. 


After you've taken out the Temple guards, Washington will appear and it'll be up 
to you to get him to the Safe House. Stay close to him along the way, but don't 
worry too much because you won't meet with a lot of resistance between the 
Temple and the Safe House. 


Purple Missions: 


NMOINXNIHS 


CHINATOWN 


Purple Missions: Retrieve Security Pass from Foreign 
Delegate 


Return Pass to Base 


Purple Missions: Escort Gibson to the Hotel 
Divert the Guards Outside the Hotel 
Escort Gibson to Safety 


її 


HÀ We now switch to 
5 Red Missions. 
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Red Missions: Retrieve Security Order 
Return to Base 


| 


Retrieve Medical Notes 
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Red Missions: Lead your Team to Corporation HQ 
Eliminate the Corporation Chief 


FF igi pur 
Red Missions: Wait for Informant to get Document 
etrieve Document from Informant 
Don't Kill Informant 
Return Document to Base { 


Red Missions: Retrieve Mr. Clark from the Coffee Shop 
Escort Clark to Safety 


Red Missions: Rescue the Corporation Prisoner 
Escort the Prisoner to Safety 


ISE EE 
Red Mission: Neutralize 3 Corporation Death Squads 
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You will now switch to the Yellow Mission Giver 
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Yellow Missions: nei E. Enforcer at 
R u 
Find the Source of the Modified Weapons 
Kill the Enforcer 
Get Back to Base 
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- ons Shipment Behind 
s: Destroy Weapons Sh 
Yellow Mission rae. 
Return to Base 


2 There is now only 


One Mission Giver on the map, and that's the Blue Mission Giver by Protech 
© and the Toy Store. 


Blue Missions: Follow the Jade Hill Boyz Behind Beerhut 
Rescue Kidnapped Agent 


Escort Agent to Safety 


CHINATOWN 


Blue Missions: Neutralize 5 Corporation Agents 
Destroy Backups 
Return to Base 


NMOLWNIH> 


Blue Mission: Destroy the Jade Hill Boyz 


Even though there's a Red 
head back to the Green Mi 


want to stay on track with this walkthr 


Mission Giver near Blossoms, 


Ssion Giver by Protech if you 
ough. 


Green Missions: Eliminate the Killaz Near Macgruders 
Lead some Jade Hill Boyz to Macgruders 
Eliminate the Jade Hill Boyz 
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Green Missions: Meet the Leader of the Jade Hill Boyz 
Destroy the Record Shop 


E: 


Green Missions: Meet with the Jade Hill Boy 


yz 
Help the Jade Hillz Destroy the Killaz 


Message: You've hit them hard, but there's more to do. They're on the streets looking for us. Let's take 
them out! 


When you meet up with the Jade 
Hill Boyz, you'll get instructions to 
help them destroy the Killaz. Follow 
the gang out to the battlefield; the 
Killaz are waiting by the Tanker truck 
near the West Gate. Use whatever 
you've got to take out the Killaz. You 
should be able to get your hands on 
an AK 47! 


CHINATOWN 


Purple Missions: 


Purple Missions: Meet the Informant Outside Homeworld 
Escort him back to the Safe House 
Eliminate the Informant 
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Purple Missions: Report to the Bank 
Locate the Subsonic Transmitter 
Return the Disk to Base 


Purple Missions: Eliminate 3 Corporation Scientists 
Report to the Pawn Shop 
Destroy the Temple 


CHINATOWN 


Note that you are Switching to the Red Mission Giver now 


Hi 
Red Mission: Steal a PC from Joypad 


Red Missions: Retrieve Access Codes from Corporation 
Tech at TJ Sports 


Confront the Corporation Executive at the 
East Gate 


Red Missions: Retrieve Disk from the Corporation Doctor 
Return the Disk to the Safe House 
Return to Base 
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Red Missions: Meet the Hacker at Rocket Burger 
Protect the Hacker 
Escort Hacker to Safe House 


Red Mission: 


Lead the Corporation Guards to the 
Ambush Outside the Laundry 
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Red Missions: Clear the Guards from the Parking Lot of 
the Corporation HQ 
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Blue Mission: Weaken and Destroy HQ! 
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Gas Station 


Maxi's 


X = Mission Giver Locations 


The East Side is i 
е your next destination, and with it wi 3 
you Е it wil 25р 
action, not to mention tougher enemies and more = mer == a = 


een at once. In most cases, 
lete. Sometimes, when a 


As with the last map, this map has multiple Mission Givers on the scr 
e Yellow Mission Giver, 


= Ш 
= 5 we will stick with one Mission Giver until all of his missions are comp 
2 mission is completed with the Red Mission Giver, you'll be closer to th 


so the arrow will point you to him. 


Message: Hola, Vato! We've been contacted by a Mr. Adams 
who is accused of crimes against the State. The Corporation 
has already made one attempt on his life. If we protect him, 
he's offered us some info he thinks we'll find useful. Meet 
him outside the Theater and take him to the Safe House. 


Let the East Side missions begin! Move over to the Theater and meet up with Mr. Adams. When you get 
there, take out the guards, or they'll take out Adams! 


Your job now is to get Adams back to the Safe House. Along the way, you'll meet some significant 
resistance, so we suggest that you quickly get a weapon off of one of the guards, preferably an auto- 
matic weapon, in order to make your job easier. Check out the main map for the Safe House location. 
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Yellow Missions: _ the Corporation Hit Squad to Mrs. 
Adams 


Protect Mrs. Adams 
Escort Mrs. Adams to Safety 


EAST SIPE 


Yellow Missions: Retrieve Hit List from Corporation 
Hit Man at TJ Sports 
Return the Hit List to Base 
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Yellow Mission: 
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be safe. Indeed, the enemies 


trying to work your way back 


39 
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EAST SIPE 


Yellow Mission: us Grenades to Destroy Bail Bonds 
ce 


O =Contact ° +¢ =Mission Giver — !-Enemy 


— = Your Path 


№5 time to switch to the 


Blue Mission Giver, as the Yellow dude has disappeared. 
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See oe se List at Gas Station 
ТЕЕ esi уат (Blue Mission Giver) 


You can stay and fight at any time that we 
well bite the dust if you choose this course 
these situations we tell you 


tell you to run, but b 
of action. That said, 
to run from, you are a true mas 


€ aware that you may very 


if you can survive some of 
ter! 


Ah 


Blue Mission: Protect the Video Store Informant 
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e the next wave of 


o see wher 
Use your onscreen map t pear as re d dots 


enemies is coming from; the enemies ap 
on your map! 


Blue Missions: Retrieve Muerte 13 Map from the North 
Gate 


Destroy El Coco's with Grenades 


Return to Base 


It's time to switch to the Green Mission 


Giver, as the your vara 
' quota of BI 
has been filled. persons 
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Green Missions: Protect Pierce's Daughter at Macgruders 
? Escort her to Safety 
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EAST SIPE 


issions: Cover Pierce while he seeks Vengeance 
e Escort him to his Daughter 
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HÀ You're now going to the Red Mission Give 
© One on the map at this point! 
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t, Which isn't hard to remember because he's the only 


Message: Let's see what you can do here! A Corporation agent is being escorted from the 
South Gate near Autoshack. Jump him and bring me any documents he’s carrying. 


Use your onscreen map to find the agent—he's a 
red dot on the screen—then go after him. It's 
entirely possible that you'll have to get him just 
before he goes inside HQ, but it doesn’t matter 
where you get him, as long as you get him! 


The road back to get the kudos you deserve will be rocky to say the least, so 
stay frosty! 
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Message: Those papers you stole say there’s a big Corporation meeting down at the Movie 
Theater. Our boy Cole is going to sneak in and see what they're up to. Go meet him and get 
him into the building. 


They key to this mission is to take out the guards in front of the Theater so that 
Cole can walk in unnoticed. When you get to the Theater, open up on the 
guards there, and if you don’t have a gun, take one from one of the guards. 


—— 


Once you've thinned out the guards, turn around 

to get Cole, then take out any guards that pop out 
of the Theater for a second round of fighting. Once 
Cole's inside, you're home free! 


Red Missions: Clear out the Guards in Front of the 
Theater 
Place the Bomb Outside Theater 
Go to Scooters 
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Hun 


* -Enemy Group 
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Red Mission: Intercept Corporation Orders Near Prism “ 
Auto ды 
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Red Missions: Protect Agent Cole 
Get Agent Cole to Safe House 
@®-Start 
©-=Cole Plants Bomb Here 
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Red Missions: Neutralize the Corporation Bomb Squad 
Retrieve Corporation Smartcard 
Return Corporation Smartcard to Base 
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Red Missions: Sweep the Blast Site for Corporation 
Survivors 


Return to Base 


issi i 're nearl 
The time has come to switch to the Purple Mission Giver. You're nearly 


Purple Missions: Intercept Security Orders 
Return Orders to Base 
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EAST SIPE 


Purple Missions: Report to Candy Girl for Further Orders 
Rescue Hostages Near Bus Depot 


Purple Mission: Stop the Corporation Shock Troops 


outh Gate. 


he Yellow Mission Giver, who is located by the S 


Message: Since we destroyed the Bank in Chinatown, the other banks 
have become vulnerable due to increased traffic. Our hacker, Edison, has 
developed a virus to disable the alarm systems for the Bank. Escort him to 
the ATM so he can upload it. Make sure Edison gets back to the Safe House 
when he’s done. 


Edison is waiting by the Mission 
Giver. Pick him up and start moving 
toward the Bank, but don’t hurry; 
you'll want to move slowly to protect 
your partner. 


TXRCETIONS илк! = 


As you round the corner by Scooters, you'll meet resistance. In this case, Edison is getting 
doused in a shower of his own blood while we try to take out the guards. 


When Edison gets to the ATM, you'll 
get the instruction to protect him as 
he uploads the virus. Get close to 
him and then turn your back to him 
so you can see the enemy coming! 
After the upload is complete, you'll 
get the message to get Edison back 
to the Safe House. Again, don’t rush; 


just walk slowly and keep your eyes аммо, — 
peeled. 


The path back to the Safe House is relatively Corporation free. 
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EAST S1PE 


Bank 

Missions: Extract Freedom Agents from 

kon 2 Escort Bank Team to Safe House 
Return to Base 


= E 


«x The Bank Team is actually a /ot of help in this mission. Let them assist 
~ the enemies as you work your way back to base, and your job will be 
won't always get this type of help, so take advantage of 


you in thinning out 
much easier. You 
it while you can. 


Ш We again make a 
Q to Blue. 
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Mission Giver switch, this time back 


Blue Missions: Protect Record Shop Owner 
Protect the Record Store 


| Blue Mission: Attack the Skinz at the Rail Bridge 


AMMO 30 


я я ts 
ission: Eliminate the Skinz and Corporation Agen 
€— Outside Candy Store 


Another switch must now Red or a Yellow Mission Giver. We go with the 
Yellow one for this walkthrough. 


Occur. You can take a 


Yellow Mission: Escort Prism Auto Informant to Safety 
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are cars around the 


car dealership (duh). 
In this game, cars h 


ave a tendency to 
by stray gunfire. Be 
yourself! 


Yellow Missions: Escort the Freedom Team to Tax Office 
Protect Team 4 
Team to Ca i 
d Stolen Cash and Return to Base 


EAST SIPE 


Yellow Missions: 2 
2^ the Defectors Leaving Maxi's 
Escort Defectors to Safety 


the Yellow guy for now. The 


MÀ Even though you end up right 
o walk will do you good! 
z 


Yellow Missions: Cover the Freedom Team 
Destroy the Revenue Office (Tax Office) 
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Red Missions: Retrieve Building Plans from the 
Construction Workers 


Kill all the Construction Workers 


„ Enemy Path 


EAST SIPE 


Red Missions: Distract Corporation Guards at Westco 
Dru 


gs 
Don't Destroy Medical Crates 
Stand Clear and Wait for Hunter 
Don't let Dr. Hunter Escape 


Red Missions: Kidnap Dr. Wilson at the West Gate 
Escort Dr. Wilson to Safety 
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It's time to switch to the Purple Mission Giver again, as the 


Lu 
o red missions are now complete! 
2 


issions: Rendezvous with Agent Price Outside the 
purple Missions : à "Ee 


Protect Agent Price 
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Message: Another of our agents is trying to get a report to the meeting at the Jazz Club, 
but he thinks he's under surveillance. We're gonna pull a switch on them. Meet him in 
front of the Bank, take the report, and get it to the Club! 


иан. 


As you're making your way to the 
agent, he'll die! Get over there and 
pick up the report, then run it back 
to the Club, but expect heavy resist- 
ance! You can choose to stand and 
fight, but that'll be difficult, so run- 
ning is probably the best option. 


Message: We've been snitched! The Corporation is going to raid the Jazz 
Club any minute! Hold them off with everything you got while we get every- 
one out! Move, vato! 


Get the AK 47 that Hector has left for 
you and use your onscreen map to 
see which direction the enemies are 
coming from. Hunker down, con- 
serve ammo, and don't let anyone 
enter the Jazz Club! 
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Message: Marcus Washington and Agent Price 
are leaving the Safe House. Provide an escort to 
their extraction point by Candy Girl. 


Just when you thought the only thing you'd have to do was defend the 
Jazz Club, this happens! Get a move on to the Safe House to pick up 
your package, and then work your way toward Candy Girl. 


(Continued on next page) 
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Along the way, you'll encoui 
some Teargas, but don't sweat 
Just hang by the Safe House 
ait for the enemies to come 
e Teargas . die e After 


Message: Time for some retaliation. Go clean up the Corporation garbage 
surrounding the Jazz Club. 


You will get yet another AK 47 by the == = 
Candy Girl, as well as a team of v 
hombres to help you out on this 

mission. Go to it! When you turn the 

corner at the Jazz Club, you'll get a 

definite ‘gunfight at the O.K. Corral’ 

feel to the situation, but don't get all 

. misty—just cap those buggers! 
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Blue Missions: Protect the Hacker | 


Eliminate the Skinz Guarding the Pay 
Phones 


Blue Missions: Escort Agent Cole to the Corporation 
Meeting 
Eliminate any Skinz in the Area 
Protect Agent Cole 
Escort Agent Cole to Safety 
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Blue Missions: Protect the Explosives Expert 
Provide Cover for the Explosives Expert 
Escort Freedom Agent to Safety 


Another switch has oc 
now back to the Red 
Blue one is now gone. 


curred and you're 
Mission Giver—the 


Wait for the Corporation to Arrive at the 
Gas Station 


Destroy Gas Station 
Return to Base 


Lead Skinz to Muerte 13 turf near the Video 
Shop 
Eliminate the Skinz 


Red Mission: Attack the Corporation Guards at Gate 2 
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Red Missions: Stop the Guards Protecting Corporation 
Headquarters 


Protect Freedom Agents 
Return to Base 


/ ammo so E © 
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Red Missions: Extract the Freedom Agent 
Escort Agent to Safety 


Red Mission: Defend the Freedom Base 


Yellow Missions: Join the Assault on the Corporation’s HQ 
Lead Assault on Corporation HQ 


Use Rocket Launcher to Destroy 
Corporation HQ 
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CORPORATION CENTRAL 


This is it, the final and most difficult map in the game. Complete with complex subway systems, narrow 
alleys and indoor malls, Corporation Central will push you to your limits, but the glory of defeating the evil 
Corporation is close at hand, and you can't pass that up now! Go to it! 


Corporation Casta 


Safe House 


Candy Girl 


Blossoms 


Court House 


Subway Station 


Clothes Pour Femme Pro Tech 


Mini Mall 


Safe House 


a.k.a. 
Rocket Burger 


Museum 


X = Mission Giver Locations 


о Screen at once. In most c 
> Giver until you've compl 


Red Missions: Escort Both Strike Teams to Safety 
Escort Team 1 to Safe House 
Escort Team 2 to Safe House 


иш 
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on, the mission will be over, so 


w dies en route to your destinati 
attention is focused on you and not 


De If even one of your cre 
east once so that their 


2 always try to hit each enemy at 


the team you're trying to protect. 


Red Missions: Escort Operative to Museum Meeting 
Protect Freedom Fighter 


Red Missions: Destroy the 3 Corporation Vehicles in the 
South Sector 


Use Petrol Bombs to Destroy Corporation 
Vehicles 


B = Petrol Bombs X = Start 


Yellow Missions: Protect Civilians from Corporation Death 
Squads 
Return to Base 


CORPORATION CENTRAL 


Yellow Mission: Escort Operatives to Safety 
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> After you drop off the Operatives at the Safe House, 


You'll be quickly surrounded by Corporate troops. Get a gun and try to fight back, but work 
on getting back to your Mission Giver, because you may not be able to withstand the 
fight. If you die before you report back, you'll have to repeat the entire mission. 


the crap will hit the fan pretty hard. 


Yellow Missions: Defend Rocket Burger 
Return to Base 
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Green Missions: Follow Corporation Executive to Hotel 
Clear the Guards from Outside the Hotel 


107 
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Green Missions: Clear the Area Outside of the Hotel 
Lead the Explosives Team to the Hotel 
Make sure the Corporation Executives 
Don't Escape 
Stay Clear of the Blast | 
Escort Freedom Agents to Rocket Burger 


AMMO 30 


Switch to the Yellow Mission Giver now, 


Message: A food riot got out of hand and the Corporation has decided to put it to an 
abrupt end. Their Death Squads are moving through the crowd. Let's even the score. 


— 


Get the Uzi that Shepherd has left you, then go 
straight for the nearby Death Squad—they appear 
as red dots on your onscreen map. The Death 
Squad has a Flame Thrower, so try to get that away 
from the squad member and turn it on them! 


rame rurowe 
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The other Death Squad is also nearby, and they 
also have a Flame Thrower! If you still have some 
juice left in your first Flame Thrower, open it up on 
them and watch them squirm. When they're all 
dead, you can return to base. 


n 


Message: The Killaz have finally started to reciprocate. They run a social club above 
Candy Girl, and it turns out one of their regulars is none other than Captain Burns, the 
man responsible for the recent Death Squads. When he leaves the building, take him out. 


Soon, Captain Burns will come out; he's the short, fat guy with the hat. Get a 
weapon and empty a clip into his head to finish the mission, then get back to 
base. 


CORPORATION CENTRAL 


Yellow Missions: Rendezvous with the Support Team at 
the Mini Mall 


Do Battle with the 2 Corporation Death 
Squads 
Return to Base 


Switch to the Red Mission Giver 


now. 


r 
o 
2 


Red Mission: Neutralize the Skinz Lieutenant in the 
Subway Station 
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Red Missions: Rescue the Killaz Leader at the Saray 


Station 
Return him to his Gang at the Mini Mall 


AMMO so 
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Red Missions: Meet the Killaz at the Mini Mall 
Lead a Killaz Attack on the Skinz 


Green Missions: Deliver Weapons from Pro Tech to The 
Killaz 
Return to Base 


(9- Weapons 


CORPORATION CENTRAL 


Green Missions: Rendezvous with the Killaz in the 


HÀ Time to Switch over 


о House. 


Subwa | 
nef ше Attack on the Skinz in the Park 


to the Red Mission Giver, who's standing across from the Rocket Burger Safe 


Red Missions: dui the Bank Manager at the Coffee 
op 
Escort the Bank Manager to the Safe House 
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Red Missions: Rendezvous with the Freedom Team in the 
Subway 


Escort the Team to the Bank 
Defend the Bank 
Escort the Team to Blossoms 
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A = Enemy Group m~ = Recommended Route 


Blossoms 


Red Missions: Wait for the Corporation Executives to 
enter the Bank 
Destroy the Bank with the Rocket Launcher 


Hi There's a Missi a 
ission Giver mE 
5 to Yellow. change, this time 
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Yellow Missions: Meet the Corporation Doctor in the Park 


Don't let the Corporation Agents Kill the 
Doctor 


Talk to the Doctor 
Return to our Agent 


CORPORATION CENTRAL 


Yellow Missions: 


Yellow Missions: 


Save the Doctor's Wife from the 
Corporation Escort 

Bring the Doctor's Wife to the Park 
Escort Doctor and his Wife to Safe House 


Locate the Signal Device 

Return the Signal Device to Rocket 
Burger 

Protect Technician 

Return to Base 


Red Mission: 


Red Mission: 


HÀ There's a Mission Giver 
о change, this time you 
move back to Red. 


Stop the Corporation Military Leader 
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CORPORATION CENTRAL 


Red Mission: Clear 2 Corporation Blockades 


HÀ It’s now time to switch back to 
the Green Mission Giver—the 
> Red one is now gone. 


Green Missions: Escort the Team to the Corporation 
Armory 
Clear the Area of Guards 
Defend the Armory 
Escort Team Back to Base 


Green Mission: Lure the Corporation Guards to the Mini Mall 
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Green Missions: Rendezvous with th 
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Green Missions: 7 Meet with the Rogue Corporation VIP in 
the Park 
Escort Hansen to Base 
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Green Missions: Defend the Freedom Base 
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Green Missions: Lead the Rescue Team at Rocket Burger 
to the Corporation Plaza 
Rescue Washington 


Escort Washington to the Safe House at 
Toy Toy 


Time to switch back to the issi 
Red 
We move to Red now. eens 


Red Mission: Rescue the Prisoners Being Taken to 
Corporation HQ 


ШИШИ! 


m — ШЕНЕ 8 
Red Missions: Retrieve Weapons from the Agent іп the 
Subway 
Destroy the Prison 


Destroy the Courthouse 


Red Mission: Defend Blossoms 
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HÀ Yet another switch! Go to the 
© Yellow Mission Giver, my friend, 
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i - Meet with the Subway Worker 
eue Neutralize the 3 Corporation Agents 
Clear the Subway of Last Corporate Agent 


Message: So you're ready for your next mission already? Excellent. The Subway Generator doors have 
been left open. Get over there and get rid of any workmen guarding the Generator. Then shut it down. 


The action in the Subway will be hot and heavy. 
Your best bet is to try to get a weapon off of one 
of the guards and then use it on them! 


It'll be crowded, but once you kill the civilians and all the guards in here, you'll 
be done with this mission. 
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Message: The military didn't appreciate the power cut to the Subway. They've sent a squad of men to 
take back the Station. You must hold them off. We're sending you some backup to help out. The Freedom 
network is counting on you! 


Pick up the Grenade Launcher, then get your homies and move toward the 
Subway Station. 


In the Subway Station, you'll 
see a truly frightening sight, a 
huge block of guards standing 
in formation waiting for you. 
As soon as you get to the bot- 
tom of the escalator, use your 
Grenade Launcher to wipe out 
as many of them as possible, 
then rush over and pick up an 
M16 to finish the job! 
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Yellow Missions: Rendezvous with the Freedom Team 


Lead the Attack on the Corporation 
Troops Massing in the Park 
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Yellow Missions: Capture the Weapons in the Park 
Defend the Park 


Yellow Missions: Lead the Corporation Troops into the 
Trap along South Street 


Attack any Surviving Enemy Troops 
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ром MOVEMENT 
RTS YOU! 


me Corpo the very building 
Your personal rights and parker Au the time 


= \ { а free society, аге : 
| ! | ee up and join the fight to reclaim your country 


JOIN THE REVOLUTION! 


E | % Comprehensive Walkthrough Ре 
— y: you through all 185 Revolution missions. $ 


Ж -Enemy Group —  - Recommended Route 


e Detailed Maps mark key ^ 
locations, guide you through Corporation Central 
complex missions, and 
designate spawn points 
in Kaos mode. 
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Y Kaos Mode coveragereveals 


how to unlock characters, 
4 maps, and bonus features. 


Plus, Complete Weapon 
and Character Profiles, Combat 
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